ABSTRACT
INTRODUCTION
The military simulation community, in seeking to meet the increasing demands of its customers, often looks to technology to help in attaining its goals. Although there continues to be many challenges, there is also reason for optimism that increased flexibility, reuse, and fimctionality in the modeling of modern combat will be made possible by technology. and the Joint Modeling and Simulation System (J-MASS) as significant architectural efforts, this paper will discuss both in some detail in Section 5.
Representing the physical environment and opposing forces is critical to having effective military simulations.
The environment must include features such as weather, terrain, and an air / space / sea media through which combat is conducted.
In Figure 3 , where the three axes represent verity or the degree that the simulation represents the way things really exist, interface or the means by which the user interacts with the system, and inclusion or how much the user is a part of the simulated world. The ability of a particular simulation to provide an effective synthetic environment can be assessed by applying this framework.
There Figure 5 .
In more detail, SIMOBJECT is an off-the-shelf framework for developers of simulation models. It consists of a graphical editor and a simulation engine. 
